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journal homepage: www.hkpj-onl ine.comEDITORIALUse of virtual reality in balance and gait
training post-strokeImpaired gait is one of the most common functional prob-
lems encountered by stroke patients, steering researchers
to search for effective intervention strategies to improve
ambulatory function post-stroke. In the past decade, the
introduction of virtual reality systems has provided an
innovative method to retrain gait function in individuals
with stroke, and it has also attracted increasing attention in
stroke research [1e6]. In this issue of the Hong Kong
Physiotherapy Journal, Lee et al [7] reported a randomized
controlled study that examined the effects of an
augmented reality-based (a type of virtual reality) postural
control training on gait function in people with stroke.
Following 4 weeks of daily training, individuals in
the experimental group who received conventional therapy
and additional virtual reality-based training showed
significantly more improvement in walking velocity, step
length, and stride length on both sides compared with
those in the control group who received only conventional
therapy. While this study had several limitations such as
the relatively small sample size and lack of attentional
control, the results do provide the basis for future larger-
scale randomized controlled studies to investigate this
new method of training gait function post-stroke.
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